in some type of an e-learning system. This chapter examines theoretical considerations of reflexivity, representation, subjectivity and experiential engagement to highlight their relevance to everyday educational practice, and their potential to undermine existing suboptimalities in the classroom.
Chapter 3 Human and Virtual Beings as Equal Collaborative Partners in Computer Games
23 Daniel I. Thomas, Griffith University, Australia Ljubo B. Vlacic, Griffith University, Australia In this chapter, the authors envisage virtual beings engaging as equal partners with humans, providing richer emergent game play. In computer games, the development of artificial intelligence (AI) has been a very poor cousin to the investment in graphics and physics. AI in the most part is confined to path finding algorithms and simple state machines. Taking human and virtual beings beyond current applications of AI in computer games means that intelligent entities within the computer game cease to be "props" in a human-centric story line, but become equal participants themselves within the computer game world, engaging with humans towards achieving goals in more dynamic and realistic ways. Computer games provide a compelling environment to study and enable virtual beings to engage with humans as equals. The authors investigate the requirements, design and implementation of virtual beings that participate in computer games as humans would; playing the game and creating rich new collaborative game play experiences in areas of education, training and entertainment.
Chapter 4 Computer Games and Libraries 52 Helena Coelho, Technical University of Lisbon, Portugal
Information literacy is a crucial attribute in today's knowledge society, because it makes independent lifelong learning possible. Faced with a digital world where new tools for information seeking and the spaces for information sharing are developing, academic librarians must respond to the changing learning landscape in order to help students acquire essential skills. Computer games, due to their cognitive potential and engagement capacity, can be used to promote and improve information literacy instruction. This chapter consists of a review of available literature on these topics. It addresses the role of computer games in the teaching and learning process and aims at discussing its possible use as training tools for promoting information literacy in libraries. This chapter discusses the selection and potential use of electronic games and simulations in distance learning supported by an operational model called AIDLET. The authors have developed a framework to facilitate the selection, repurposing, design and implementation of games and simulations, with focus on the practical aspects of the processes used in Open and Distance Learning (ODL). Whereas traditional learning is based on knowledge memorization and the completion of carefully graded assignments, today, games, simulations and virtual environments turn out to be safe platforms for trial and error experimentation, i.e. learning by doing/playing. New instructional models may require that rich interactive processes of communication are supported, that assignments are structured as game-like projects, and that a culture of interaction, collaboration, and enablement drives learning and personal development. In this context, the AIDLET model was set out and verified against a taxonomy representing the main categories and genres of games to meet the requirements of distance education teachers, instructional designers and decision-makers..
Chapter 5 Games and Simulations in

Chapter 6
The Today, digital games present themselves as one of the most common forms of entertainment, especially for children and teenagers, combining the playful factor with pedagogical advantages, promoting changes in terms of cognitive, behavioral and psychomotor skills in its users. The use of digital games in educational contexts encourages active, critical, autonomous and participated learning processes, overcoming some of the limitations presented in more 'conventional' methods, engaging players in non-passive forms of acquiring knowledge and skills. Aiming to demonstrate how digital games make the learning process possible by allowing the development of critical thinking, outlined during the act of playing, the authors will proceed to a critical analysis of Spore, a game created by Electronic Arts in 2008, demonstrating how the player places himself in an active learning situation which is self controlled and self regulated, facilitating the comprehension of phenomena that are not a part of formal teaching.
Chapter 7 The Pedagogical Potential of MMOG: An Exploratory Study Including Four Games and their Players 103 Tiago Gomes, University of Minho, Portugal Ana Amelia A. Carvalho, University of Minho, Portugal
The increasing complexity experienced by electronic games, began to demand a greater cognitive effort from their players. This has fostered some capacities in its players that could be used in teaching and learning. This chapter describes an exploratory study with two phases: the first one analyses four MMOG (Ikariam, OGame, Gladiatus and Metin2) and its pedagogical potential related to the development of problem solving skills, communication and interaction skills, and motivation to perform tasks. The second phase is a survey conducted to the players of these games about their motivation to play and their perceptions about its pedagogical potential. The results showed that all of the four analyzed games are motivating for the players, they have some pedagogical potential related to problem solving, and they improve communication and interaction skills. But the majority of the players felt some difficulties in accepting that they could transfer those developed skills to their scholar or professional life.
Chapter 8
Browser-Native Games That Use Real-World XML Data 122 Jonathan Chetwynd, London, UK
The rising tide of scientific data available on the web has the potential to help us consider the complex problems that concern us today, and simulation games can help us visualize, model and plan for alternative futures. However, the modularisation of knowledge has limited communication across subject domains, and copyright legislation and business practices may need to change, if the many new visualisation tools needed are to be interoperable and share common interfaces. A game standard and specification for the web, together with easy-to-use authoring tools for creating browser-native games that use real-world XML data; could enhance communication, and engage the public in the understanding of science, and its progress. Computer games have become an important part of the new digital economy, employing thousands of Information Technology professionals worldwide. Their role as a novel approach to reduce the distance between students and knowledge is also well documented. The chapter describes describe a multi-disciplinary approach to designing a particular class of educational games: business management games. Authors argue that through a better understanding of the relationship between work-domain based decisions and processes, professional game designers can achieve effective results. The design approach was based on intensive collaboration and co-design meetings with business management researchers and professors. The result was a game called "SimCompany", aimed at teaching children about business management concepts, thus promoting an entrepreneurship culture in classroom settings. "SimCompany" proved effective as a teaching tool about business management concepts, and initial evaluation showed a positive increase in students' rate of learning, when compared to traditional teaching methods.
